


Business models Dmrjirne 



1/1/1999 

Licensed Web Games 


2/1/2003 
Mobile Games 
7/1/2002 
Handheld 


12/1/2001 
Try and Buy 


11/1/2004 
Retail Packaged 
Product 
6/1/2004 


"All-you-can-eat" 

Subscription 


2/1/2006 
Virtual Item (US) 

12/1/2005 

Console 

Download 


9/1/2006 

Pay-per-play 


1/1/2007 

Pay-per-minute 



1/1/1999 


1/1/2003 

"Book of the month club" 


7/1/2003 

Skill-based Games 


3/1/2005 

Megapack Volume 
Pricing 


6/1/2005 
Ad-Sponsored 
Web Games 


6/1/2006 

Ad-Sponsored 

Download 


12/31/2007 
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DRM Wrapper 


Web Site 


Unlocked 

Game 


rd d 
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urtlff 


Pay online to own 
game forever. 
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H Buy Zuma Deluxe 





Buy Zuma before your trial expires! 

You have 30 iiiiiiirtes left! 
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^ Get iinlimneci qameplay with all this: 

O More tliaii 20 maps ati<l over 75 clwileiigiiKi levels 
0 St<Ml Ml»eie you left off ««hJ Keep your hHjIi scores 
O Gocgeous 3D graptiics^ and rrMMet 


BUY NOW 


FOR ONLY 

$19.95 




Vo CD or dbten^oad oeoeesaryf 




Economics of “Try 




Only the 

games surviVpHp^ 

No room fOfbadg^nS 
attached to bTg brands 


Buy” 



99% Average Conversion Rate 


20% 40% 60% 80% 100% 


Customer Willingness to Pay 



Subscriptions 




IrTummm® 






Pay fixed price 
each month to play 
unlimited games. 



Subscription 

iogin 


U«r lOQiM 







Online Advertising Sponsored 




Play for free online, and generate ad 
impressions which are sold to advertisers. 







Download Advertising Sponsored 


V ^ 





1 Buy Zuma Deluxe ^ ^ ^ r ^ ^ 




^ Go ad-free... Buy Zuma today! 




Upsell Button 



Economics of Advertising 








PLAY 


Per-Session Pricing 


(“Arcade” mod 


Pay low price per 
game session. 




« CatFRE WitoCainis 


HOW IT WORKS 


WiLOCatlMSA 




BetFRE 

Wild 

Lairxis 


starter Pack 


rm \ 


cmEz?cacs 


■iJijJill 


* Full V«r«ion Access 
Pley As Long As You Went 


enfoy Playing 
your FREE 
Osms Session 


Download 

Game 


my Pictur 






Economics of Per-Sess bn Fees 


Lowers the bar for 
interested custo 
requires st 


spend at coP^ 


p' the 


t erirje cierrie 


Scales with user desire 
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Advertisers caHl 
tokens more eas 
entire games 






Customer Willingness to Pay 




Buy packaged 
version at retail 




VQ Fun for tV>e vA«te lart*^ 



Economics of Retai 



Fjpsr custorn^ 
psrsaJa ..H 


No free trial with^^jlN 
fixed reve n 

Much higher rTsksB^S 
of fixed inventoryj^^lis 


Revenue 


User returns & refunds 




Download from 
phone carrier 
“game deck” 


Embed trial 
version in new 
mobile phone 


Mobile Games 


Buy for your mobile 
phone and play on the go. 




Get 


Tones 


Ost 


f^Gst 


Get 


Fun 





Revenue 
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Embed games have much higher 
conversion rate 


Di 
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9X60X360 ^ 
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Buy for a videogame 
platform. 



Economics of 


Much harder to get rights to 
develop or pub||shign^ 
consoles thai?£m^^^^^ 

Higher coS tllCTl^BIB^^Il 

Higher 

online marke|^^H^^^^ 

Higher retail coSts^^H 
of royalty fees 

More passionate user base 

Strong PR channels 


Revenue 


Games 



0% 20% 40% 60% 80% 100% 

Customer Willingness to Pay 


